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1.UvOD

Tema]DYU4QRJ UDGD MH LJUD NRMDengHRWeRI&/MOGEEMEQD LIUL
L] U Dy H Q DuXnspigacig/2a igru dobivenaje igranjem Blizzardow igre Diablo. Svaka
LJUD LJUDQMD XORJD VH WHPHO ML e@D Qust sy&taini2iaMcKk RGUH Y
borbe é€ngl. Combat system QDSUHGRYDQMX X LJUX SRPRUX NRMHJ
PRIJXUQRVWL QDaeéhdl. Orbdidds Xystddildtugi. 2YDM ]DYUAQL UDG QDI
usmjeren prema vremenskom razvijanju lika u;igeki od primjera su pagpno YUDUDQMH
ALY RW Q L Kla#RmaliRUY @ngl. Health regesration) SRYHUDYD QM KenBEEUDQH (
Strengh) SRYHUDYDQMH (elgD [Daiddge) X &R YHF DOPYRD G MGR WObhi
udarac(engl. Critical chance) SRYHUDYDQMH M D p(eyH ChiPaE aRageX GDUF D
GUXJL =DYUaAQL UDG MH QDSUDYOMHQnSZR RAduXgr¥ hiéj¢ SURJU
8QLW\ =D L]JUDGX PRGHOD OLNRYD je RNRPIEGXNRUD[EMHDR N
/006 7DNRYHU ]D SLV R M potieiitcAa i2ad igpNRULAWHQ MH OLFU

Visual Studio.



1.1. =DGDWDN J]DYU&GQRJ UDGD

Zadatak DYUAQRJ UDGD MH mySRbE-pNayWNd games 3IUX SRPRUOX
modela(likova) koji su napravljeni PixelAtWHK QLNRP ,JUD WUHED VDGUADYLCL
NDUDNWHULVWLpPpQL |]D LJUH LJUDQMD XORJD NDR aWR VX F
Upotrebljena predznanjauizrafDYUAQRJ UDGD VX SR]QDYDQMH RNUXAaH
engineu, rad u GMP- X SRPRUX NRM tbhiodelgUdliud MMSX SRPRUX NRMHJD
LIUDYHQD JOD]ED wprdgrarosRoh&iRCA D Q M H



2. .25,a7(1( 7(+12/2*,-(
8 RYRPH SRJODYOMX SRMDaQMHQL VX DODWL NRML VX NR
i LMMS.

2.1. Unity

Unity! MH YLAHSODWIRUPV N$e Hdifida Hr@dliLigakh. RARth)iL27
SODWIRUPL NRMH SRGUADYDMX 8QLW\ Q¥ MhIrddGiIOGMLK VX
Playstation i mnoge druge platforme. Unity je program razvijen od strane Unity Technologies
SULMH JRGLQD 8QLW\ RVLP X LQGXVWULML YLGHR LJDUD
industrija, automobilska industrija, arhitekdur druge. Unity Kkoristi programski jezik C#,
-DYDVFULSW L %RR 8 LJUDGL ]DYUA&Q RU st Ddgbrakvifat) BEIW HQ M F
"LJUH RYLVL R WRPH daWR NRUIHPQLIN SIIHVIDLQ MHV SIDRBXD V¥ 08 q
Microsoft Visual Studio 8QLW\ VH PRaAH SURQDUL QD VOXAaEHQRM VV
EHVSODWDQ GRN VH NRULVWL X HGXNDFLMVNH VYUKH $NI
potrebno je kupiti licencu od Unity Technologies.

Q@ Unity 219,198 Peson
File  Edi

Slika 1. Izgled Unity game enghae

! Premahttps://en.wikipedia.org/wiki/Unjt_(game_engine)
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2.2. GIMP

GIMP> MH EHVSODWQD DSOLNDFLMD NRMD VH NRULVWL ]
SURJUDPD VH PR&A&H FUWDWL PLMHQMDWL YHOLPLQX VOLNH
izvorno objavili Spencer Kimball i Peter Mattis kao General Image Manipulatiogrdho
* 03 SRGUADYD -ELWQH GXELQH ERMD LVWRYUHPHQR VH PR
UDJ]QH IRUPDWH RG NRMLK VX QHNL -3(* *,) 31* L GUXJL 8
LJUDGX PRGHOD OLNRYD L L]JOHG R N kop su7mapisanerilU  *, 03

ScriptFu, C, Scheme, Python i Pearl programskim jezicima.

Slika 2. Izgled GIMRa

2 Premahttps://hr.wikipedia.org/wiki/GIMP
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2.3. LMMS

LMMS? je besplatna aplikacija koja se koristi za stvaranje i obradu zvukdb®aP R (i X
RYRJ SURJUDPD PRJXUH MH VQLPDWL QRYH JYXNRYH SRPRUX
ILJLPNH 0,', WLSNRYQLFH PRJXUH MH REUDYyLYDWL YHUO SR
SURJUDP SRGUADYD /LQX[ :LQGRZV 2SHQ%6' L PDF26 =DK
*+] UDGQX PHPRULMX RG 0% L GYRNDQDOQX ]JYXpQX NDU\

Giblock i Tobias Junghans.

Project Edit Tools Help
" ‘ E ' '}.’ m mlw:ﬂr:a}m u
oo o N %

Mt

E Song-Editor Beat+Bassline Editor

B LRI PEIENEFENISPEILIEINEN oo eatfgassiine 0 TEIE
e e e T T QI
q ) ;:M VoL AN

FX-Mixer . Controller Rack

Slika 3. I1zgled LMM&

3 Premahttps://en.wikipedia.org/wiki/LMMS
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3. RAZVOJ IGRE

3.1. Tematika

Misao voGLOMD X LJUL MH NDNR UH JODYQL PXaNL OLN L]JE
(njegovusestt) L] SRG]JHPOMD JGMH VX ]JDUREOMHQL L RNUX&HQL
se igra zasniva na igranju uloga glavni zadatak glavnog lika je pobijediti svenpketiijekom
LJUH WM RVOREDYyDQMD 1D SRpHWNX LJUH SURWLYQLFL V>
MDpLQL LAOIDMNERDLIRDp QDSUHGXMH WDNR QDEEBAGKWIXFL QINDHD
OLN PRAH VSDVLWL VHEKNRIHNRN & B EXBNHRGWIDYR@IINDMNDR M 0 L |

multipliciranja

3.2. Likovi

U ovoj igri postoj nekoliko likova.-HGDQ V NRMLP XSUBGOQWRD QD & INPU
tzv. glavnilik. Uz glavnog lkkSRVWRML L @aHQVNL LQWHUDNWLYQL OLN
je samo s njim u interakcijiZDNRyHU SRVWRMH L QHSULMDWHOML JODY(

3.21.*ODYQL PXaAaNL OLN
*ODYQL PX4NL OLN ,YDQ QDNRQ &WR MH QHSB®{UQDWL Q

te ihodveou podzemlje, svu svoju snagu usmjeraaome da ih izbavi iz podzemlja.

U borbi mustg QD UDVSRODJDQMX LVNOMXpPLYR QM#HIRYH Al
LVNOMXpPpLYR XELMDWQAWVWHPWRURM ISRYIHNIDYD pYUVWRUD REUD
udaUFD SRY3MDIDRMPYHU L Al ¥RVHKRmh dirfi@&johl protivnika dobije
RGUHYHQL EURM LVNXVWYHQLK ERGRYD

60OLND ,]JJOHG JODYQRJ PX&NRJ OLND



322.*ODYQL aHQVNL OLN

*ODYQL aHQ\aNéarij@neNsudpeiHiyy WobrhiDOL LPD YUOR YDAQX XOR
LIJUL MHU XVPMHUDYD LJUD pDvizijg INIRPNHL R @YD WIPYDD BIRYaMAR HADH
lvan mora odraditi kako bi ih izbavio iz podzemlja u kojem su zarobljeni.

Slika 5. Izgled glavhog HQVNRJ OLND

1SU QD VDPRP SRpHWNX GDMH LQIRUPDFLMX NROLNR M
EL VH ]JDUDGLR NOMXp SRPRiUX NRRHEHX XONRGR M LS\ [PNRESHO F
SR M D {ebyQdfroom) WH VH WDNR RM D p IRWVW RP & DAH N.IDG B ULPIJFCLEV
UDJLQX PR&H RWLUL X ERUEX SURWLY JODYQRJ QHSULMDY

HP: 50/50
XP: 0/23

[——————————"
Level: 1 L x0

0/14

R — = - —

You havé to kill 14 rﬁini stimes in order to get the key for the buff rooms. You're able to
choose between one of four buff rooms every time you get a key! When you reach
level 10, you're eligable to venture into the boss room and start a boss fight!

Press Space To Continue...

Slika6. ,QIRUPDFLMH NRMH LJUDpPpX GDMH JODYQL at



3.2.3.Protivnici

.UR] LJUX VH SURWH&X YDULMDFLMH MHGQRJ SURWLYQL
GLPHQ]LMD GRN MH JODYQL A6OLPH3 SROQBRHYNDG R G ]B X BVD &\
ERGRYH GRN A%LJ 60LPH3 NRML SUHGVWDYOMD JODYQRJ
XPLUH L SUHWYDUD VvB3X BG INRE QK I HX GfOHDMHU § UMHRAYRDIQ M D
VH VYDNL X NRQDpPQLFL SUHWY-RWYID3XpRWVBPVMRGLPBHQWILNKHAS
RQLPD V SRpHWND LJUH 7DNRYHU RYLVQR R YHOLpPLQL
NDUDNWHULVWLNH 7DNR RQMMWMKNRRGRWH YHMDpPIPQDIBE R

maniji.

Slika7 OHKDQLND JODYQRJ SURWLYQLND A%LJ 60



324 /LNRYL NRMLPD QHKB@WDYOMD LJUDPp

ILNRYL NRMLPD LJUDp QH XSUDYOMD VX RSUHQLWR OLN
QD RGUHYHQH NDRIW L P H JQIDN6NDXNSUDY OMD

.DR @aWR VX RGUHYI
GUXJH RSFLMH

8 RYRPH VOXpDMX JODYQL aHQVNL OLN M}
LVSURJUDPLUDQ WDNR GD X WUHQXWNX NDGD PX VH SULEO

kRMLP XSXuXMH LJUDpD a8WR EL WUHEDR QDSUDYLWL NDNR |

Slika8 =HOHQL RNYLU SULND]XMH JRQX SRpHWND ¢



3.3. Objekti
BULOLNRP LJUDGH SURMHNWD NRULAWHQL VX EURMQL R
VX A*DREM HKWX3VHEL PRJX VDGUADYDWL VYH VHIJPHQWH NR
Neki od segmenatau programski kod kojiR P R &vaimanipuliranje nad objektojdiku
RGQRVQR A6SULWH3 RGUHYHQRJ OLND 7DNRYyHU é&tDPH 2EM
NOMXpLU NRMHJD LJUDp PRaH SRNXSLWL LOL YUDWD NRMD |

7DNRYyHU YUOR jerB&DPHRDR ANRRIW 0DLYAOMLYRVW. LJUH L.
vidljivost svinkomponeata LJUH NDR aWR N\VRRMEBRGQUXIDNH. XUD OLND NRI
te izbornilka X VOXpDMX SDXDNBRYHMD LJIJQYM W BBXRBEDMYXWLWL SURJ
NRG X RYRPH VOXpDMX MH WR NRG NRML L]YU&ADYD ]DGDuX

OsimtogaX JUDILPpNRP VXpH OddjektiMN-H B R NRESY Q MIXHA X X A % X W W |
koj RPRIJXUDYDMX NRULEWH@MH OUNRMD NI W B pHREMHNW NR G
]JDGDUX SRNUHUH LJUX L]JOD]JL L] LJUH LOL UHVHWLUD LJUX

Slika9. 2EMHNWL NRULAWHQL ]D L]JUDGX AEXII® VR

10



34. *UDILpPpNR VXpHOMH

*UDILPpNR VXpav@MH BPR BOI SRNUHQH LJUX SDX]JLUD MX
resetiraigru.2VLP W R Jijek dnibhpciy GD QDSXVWL LJUX *UDILPpNR VXp
gumbakoji reagiraju na pritVDN aPQBE QMLK 3ULWLVNRPIQD WWH.SNRN AL i
BULWLVNRP QDigwiIs& hXiPUUWWYNRP QD WLSNXUBGWD B\WR NSUHDI
ponovho 7DNRYHMH LRIREOXHLUDWL SULWLVNRP QD WtefINX A(VF
ponovnoSRNUHQXWL SULWLVNRP QD WLSNX A6WDUWS?3

GAME OVER

Start Again

Slikal0 *UDILPpNR VX hizbOorMikideetM BYR QDNRQ L]JXEOMHQRJ ¢

1D G DO M kekomJUDWD @YMD LPD XYLG Xeht IR K RXMKpR G WHIY N
LQIRUPDFLMH .DR &WR VX &LYRWQL ERGRYL LVNXVWYH:¢
SURWLYQLND SULMH QHJR GRELMH NOMXp WH EURM WUHQX!

HP: 45/50

XP: 15/25
)

Level: 2 LM x0

12/14

Slkall *UDILpNR VXpHOMH NRMH SUXaD LQIRUPDFLMH R

11



3.5. Grafika

Pri izradi modela likovdengl. Sprites)L R N Rdnbi&iEani su viasirup QRJUD Yy H Q
model OLNRYD NRUL&WHQMH P jSoehzkWD POWHOU HDVGLIRDR EHV SO
GDQ QD VORERGQR NRULAWHQMH

Format svih slika je PNG kojRPRJXuDYD WUDQVSDUHQWQX SUR]L
IRUPDW MH NRUL&AWHQ XSUDYR L] WRJ UD]JORJD MHU MH X
modelima likova kako\s likovi ne bi bili strogo pravokutni, odnosno kako bi mogli imati

likove prirodnog izgleda.

Slika12. Usporedba transparetne pozadine i pune (solid) pozadine

12



3.6. Animacije
8 LJUL MH ELOR SRWUHEQR DQLPL U Dakimagija.Rasjettje*OD Y Q |

DQLPDFLMX NRMD SULND]XMH KRGDQMH DQLPDFLMX NRMD
NRQDpPQLFL L DQLPDFLMX XPLUDQMD

ElConsole | @ Animation | #8 Animater  Tile Palette

|Preview | @ | Hd | M | » | M | b 0
walk_right 4| Samples |6 [ 4 | [+
v [FPlayer : Sprite .

Slika13. Izgled animacijskog prozora u Unity

2SUHQLWR DQLPDFLMH VOXaH N Diskr k&rakt€riktiaRdko®iD G D O L
VH LJUDpL PRJOL SRLVWRYMHWLW [Za\aBimediju YilkapQrethodd Y RW Q L
Y L dlida od koje svaka pokazuje slijgdi L L]JOHG OLND WH SRRBR®iaxX L]PMH
kreiraanimaciju lika npr. privid kretaMD 7D PRJXUQRVW M aKkithacegdl QD X 8¢
R G U DdjrékihXu samom programul.

Slikal4 6NXSLQD VOLPLFD ]D NUHWDQMH OLND X !

13



Animator je posebni dio koji se koristiu Unit{ NDNR EL SRYH]DOL RGUHYyH
unutar igre saA(RGUHYHQLP DQULH DALM@PEDWRU SRPRUX NRGD SUR.
RGUHYHQX NRPDQGX VD DQLPDFLMRP RGQRVQR YULMHGQRYV
EL SURPLMH@rvidg O3 RORYBIMSRNUHQXOL L]YUADYDQMH VNXSL

Slika 15. Izgled animatora s popratnim vrijednostima koje upravljaju animacijama

14



3.7. Napredovanje lika

I1DMYHUL QDJODVDN VWDYOMHQ MH QD VHIPHQWX QDSU
NRMRM VH SRYHUDYDMX ERGRYLLS$SBRDPDHEAR. NBI SRGRXDOME!
]DVQLYDMX VYL RVWDOL VHIJPHQWL LJUH MHU NDNR LJUDJ|
SRGL&X VPDQMXMX RVWDOL VHJPHOQVWILYNRRMLL VER &R ¥LQ Lp K
obrane, snaga duha (pozitivnailimeyvLYQD MDpLQD XGDUDFD WH VSRVRE
XGDUFD NDR L QMHJRYD MDpLQD

3.7.1.1skustvo xengl. Experience

Iskustveni bodovi R S i HQigrs"8 VO XaH NDNR EL LJUDp YUHPHQRP
igru.TakR L X RYRP ]DYUAQRP UDGX LVNXVWYHQL ERGRYL SRNI

KDNR EL LJUD ELOD &WR YLA&H SUko B URWWLM QLS B R GRY
EURM LVNXVWYHQLK iERE&RNDbIERM S ULORE HQ®RE IRUPXOH YLG!
VH SRQD&D EURM LVNXVWYHQLK ERGRYD NRMH LJUDp GRE

njegovu trenutnu razinu.

s
UL srE /5

ULJUL SRVWRMH pHWLU LprtRdaib d$\rjeniin KD XIDHP RIMIEAGIDM X p D
VYH SURWLYQLNH X WRM VRERMGREL MHOQWGRMWMXR ODDNRYBHNR
S R M D (eyQbifBkojimkadagauzmeX QD SUHY XMH V Y.Rakdt jst8dod $oBaQ RV W L
kao S R M D ¢idbife M3Hbroja iskustvenih bodoviIitHQ XWQH UD]JLQH LJUDpD

.DNR EL PDWHPDWLpPNL &WR] Dtiadrith jshushdhih Foédovd G L
primjenjujemoformulu koja najpbpM H RGJRYDUD W H & @dljivh iz fatmuly khoN DR & W |
ED]QL EURM SRWUHEQLK LV NXaiw (prelgrakisadsnelRErBziii?)V O LM H G
koristimo otprilike 23iskustvermboda, kojj VH HNVSRQHQFLMDOQR SRYHUDYDM

10razine za koju je potrebno oko 22.000 iskustvenih bodova.
UL tr E &

.DR |DNOMXpDN RGQRVD EURMD SRWUHEQLK LVNXVWYH
NRMH LJUDp GRELMH NDI®N GWREKMNER LSIWDWY LYRGENEH VY RM)
PRUD XELWL VYH YLaAH SURWLYQLND NDNR EL GRADR QD VOl

15



Slika 16. Funkcija za podizanje razine lika i funkcijiaZaRGDYDQMH LVNXVWYD L.

3.7.2.4aLYRW Q L +&rglGiRa¥th. points
2SUHQLWR X LJUDPD 4LYRWQL ERGRYL SUHGVWDYOMDM:

LJUDp PRaAH RVWDWL aLyY 8 WUH@XWHEWXRND GDOALNF BQ/NH E R G
PUWDY WH LJUX PRUD J]JDSRpHWL LVSRpHWND

.DR NRG LVNXVWYHQLK ERGRYD WDNR L NRG ALYRWOQLI
WDNRYHU SRYHUDYDMX X ROG@RRXQRY UDJLQ@X LIWDPD L SRY
bPRGRYD SURWLYQLND PRaAHPR YLGMHWL L] SULORAHQH IRUP

UL swE %%

, X VOXpDMX &L YIRVMRY HKJ EBARRWROM LWVREEND DYdNREAR M VH N |
YLAH PDNVLPDOQLK aLYRWQLK ERGRYD LJUDpPD

KDR L RVWDWDN VHIJPHQDWD QDSUHGRYDQMD LJUDpPD W
donosim SULOR&HQRP IRUPXORP NRMD NDR L RVWDOH IRUPXOF
ERGRYD X RGQRVX QD WUHQXWQX UDJLQX LJUDpPD

A .
UL wrE :—t;5@e

Iz gore navedenogdQRVD SRQYBEODLEMQH ALYRWQLK ERGRYD LJ
PRAHPR GRUL GR ]DNQM XPpRNDW@Bligrédiddiaudarati protivnika sve

16



YLAH SXWD NDNRoEL WRWDODOR® GDSRURWLYQLN PRUD XGDULWL
je prgporcionalan.

3.7.3. Y Y UV W R U D+ § S BeQcth

2SUHQLWR X LJUD RBylRde @R yaDe)/GIRPBIQW pYUENdRiH REU
Strengh) se XRELp DNNRUQRWL NDR GRGDWDN &L YRVWYWR BB GREVULP

RSLVXMH NROLND MH MDND REUDQD 2BMDAQMHQ MM ERR K BDL
u primjeru:

Pretpostavimo da protivnilglavhom liku RGX]LPD ALYRWQLK ERGRYD

XGDUFHP X VOXpDMX N Dl&mog\ikdjeprakb\hill R RDNEWDDIQH pYUVWR G
glavnog likajednaka 5a napad protivnika ostaje i dalje 10 u tome trenyativnik nanosi
AWHWX JODYQRR®LNXYRWQRK XRGRYD

SlikaZ. ) XQNFLMD SRPRUX NRMH SURWLYQLN QDQRVL

Sika 17. prikazuje VOXpDM NDGD LJUDpHYD pYUVWRUD REUDQ}!
SURWLYQLND 3URWLYQLN L GDOMH LPD PRIJXUQRVW QDQLMI
RG MHGQRJ &LYRWQRJ ERGD DOL SRVWRML PRAaKii®RVW GO
NRGD SULND]XMH NRG NRML L]YU&ADYD SULMH REMDAQMHQX

,] SULORAHQH IRUPXOH YLGOMLYR MH SRQD&DQMH YHOLpPLQ

UL :_A.Sa:é
t1

17



3.7.4.Snaga duhazengl. Spirit

2SUHQLWR X LJU D RéngLRdkeplgyMmbneXsdgriaim snage dulfangl.
Spirit) VH NRULVWL NDNR EL VH RSLVDOR NRMLP WHPSRP iH VI

8]PLPR ]D SULPMHU GD LJUDp X GDWRP WUHQXWNX LPD
VOLMHGHUHP WUHQXWNXLLMHBD @ NG QUDFH REGLPRRQEB aWHYV
bodoveL QMHJRYD UD]LQD MH UH LPDWL ALYRWQLK ERGR
dobivenQD WD RR2PUQORAHQH jeRib$hXga Huh@ Rabpktoj razini iznosi oko

18. $ NROLPLQDERGRRWONRML V HtrivyseKDridDikhXsi 2500 ddl Ltk€nutne
YHOLPLQH VQDJH GXKD X RYRP VOXpDMX WR MH RNR ALYR

A_. .
ULt E:—t;53‘e

Slika8. ) XQNFLMD NRMD L]J]YU&ADYD |DGDuX SULURGQRJ YU

18



3.7.5. . UL WL p Q Ltex@. DriiaL strike

,ULWLPpQL XSDHELWRH XR.JUDPD VDVWRMH RG GYD VHJI
NULWLpPQRJ XGDUFD WH MDpLQH NULWLPQRJI XGDUFD .ULV
GRVWD M DiroskoGapddurodnosgaD MDpLQX QRUPDOQRJ QDSDGD 2
RYRM LJUL PRIXUQRVWL L]YRYHQMD NULWLpPQRJ XGDUDFD V

QD YLALP UD]JLQDPD, PRIYWWMX PNV ®D QHMISUHOD]H PR
SRMDYH 8 VOXKHDADNWRIYRDDODID PRIXUQRVW SRMDYH NULWLD
LIUDpD L]JQRVL awR MH PDQMH RG VSRPHQXWLK ']

SRQD&DQMH YHOLpPLQD ]D PRIXUQRVW SRMDYH NULWLpQRJ
UL ravw?®

URYRP VOop NRE AaLYRWQLK E RGHBj¥%Eha U kojoNEo/NaG¥adu
LJUDp GRELYD MDpL NULWLpDQ XGDUDF QD VYDNRM UD]L

-DpLQD NULWLPQRJ XGDUFD MH SULND]DQD SULORAHQR
MH UD]J]OLNRUPIPERPRIDQDSDGD L NULWLPQRJ QDSDGD VYH YH

. 9 6598
UL srE -
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4. =$./-8y%.

8 RYRPH ]DYUaRRPK YD GHA Bis@rrenata potrebnih za izradu jedne
UDpXQDOQH LJUH 9HUL IRNXV MH VWDYOMHQ QD VDPX SR]I
njegos razvitak kroz igru.9 RYHQR MHR UDBRQDQVLUDQRVWL QDSUHWND
QDSUHGDN QHSULMDWHOMD XQXWDU LJUH =D L]JUDGX ]D
programski jezik CWH 8QLW\ AGRGDWNH2 WRP MH]LNX &jJoR]QDYDC
potrebno izraditi grafikutg Y XNRYH ]D LJUX SRPRUX V,SRPHMXALRDSBIR Bl
za doradu. NékRG FLOMHYD VX GRGDYDQMH YLaH UD]JOLpLWLK Ol
YLAH |IDGDWDND NRMH LJUDp PRUD AVPISR@EWODMWMHWRWYDUDQ|
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6%a(7%.

=DYU&4QL UDG RSLVXMH L Jip@gtarhskbigHeZkR CRUZ poBr&iew \

SURJUDPH NDR 8WR VX /006 ]D ]JYXN L *,03 ]D JUDILNX ,JUD

SRNX&DYD L]JEDYLWL VHEH L VHVWUX L] VPUWRQRVQH VLW
savladavati slabije protivnike kik EL RVYRMLR NOMXp NRML PX RPRJXUDY

GRELYD QDJUDGH SRPRiUX NRML GRGDWQR QDSUHGXMH
VQDJH UD]LQD

6OLPHS3

.Dt
RWYDUDMX PX VH SRVHEQD YUDWD L]D

0 H Kds@ krijelrzaNyRW0g protivnika je takva da se iz protayekinom kad

MH XELMHQ VWYRUH GYD QRYD PDQMD L VODELMD L WDNR V

SURWLYQLND VWYRUL QMLK , JUD MH keNdP e NRIQBD GIJ D b

prelazi nego se svi protivnici, osim zadnjeg protivnika, ravnaju po trenutnoj snazi glavnog lika.

.OMXpQH ULMHpL ' LIJUD LVHDRHW@®WAORDBUYBhBHRBYDQMD LJIJUD|
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ABSTRACT

This final project describes a game development process in Unity as well as using C#
programming language with an addition of utility software such as LMMS for sound editing
and GIMP for graphics. The game contains a story in which the main charagtegisammake

his way out of a lethal situation, as well as saving his sister. In order to become stronger, he has
to outstand some less strong enemies. If he does succeed in that particular task, he'll be obtaining
a key which allows him an entrance to thems where special bonus prosperity rewards are
hidden. Once he reaches the maximum level of his str€leyel 10), a special door opens
behind of which is his nemesis called "Big Slime". The mechanics of this particular main boss
is such that once tHaoss is defeated, he is multiplied into two new smaller pieces of himself
and repeats the same mechanic up to the point where there's 8 pieces of slimes, after killing
those, the fight ends. The concept of the game is such that there are no regultariplasier

to overcome. Instead, enemy in the game is scaled to the currentistfeanglayer's character,

with an obvious exception of a final boss.

Key words: 2D Rolelaying game, 2D RPG, player statistics, Unity
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